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_ Gun 
Emplacemen iC 


Watch out for these guns on your flight 
through the Space Fortresses. Use your shots 
to destroy them before they demolish you! 
The scoring for destruction of these guns Is 
random; you will get 200 or 500 points for 
each one you destroy. 


Enemy Planes 


You encounter enemy planes in space. 
Destroy them before they destroy you! They 
are worth 100 points plus 50 points each suc- 
ceeding round, up to 300 points. If you destroy 
all the planes in space you will score a 1000 
point bonus. 
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Fuel Tanks 


In addition to scoring points for demolished 
fuel tanks, your spacecraft’s fuel supply is 
replenished. Watch your fuel supply—if it runs 
out you'll crash! On your first round through 
the Space Fortresses each tank is worth 300 
points. On each succeeding round the score 
increases by 50 to a maximum of 500 points. 


Radar Towers 


Radar towers are one of the most difficult ob- 
jects to hit and destroy because of their loca- 
tion. If you demolish one, youscore 1000 =—s 
points! | 

















Base missiles are worth 150 ee each. 








Le oloy mid i SS i / 

You encounter this missile when you meet up 
with the ZAXXON™ Robot at the end of the 
second Space Fortress. Be orleans sa 
homing missile! This missile is worth 200 
points. To get beyond your encounter with the 
Robot you must manage 6 direct hits on his 
missile and destroy it: 





To kill the Robot you must destroy his homing 
missile before it is launched. This is quite a 
challenge, and if you’re successful, you'll 
score 1000 points! 


Sate Py li be 


Look for these in outer space. If you hit and 
destroy one it’s worth 300 points. (Not shown) 


At 30,000 points you'll get one extra 
J eF-lelTol folie 














\ The Official 


fe 


eee 





emmenssS 


ee 


a. 


Imagine yourself the pilot of a fighter 
spacecraft entering the mysterious 
reaches of the outer world on a mis- 
sion to meet and destroy a deadly ar- 
mored robot! During your flight 
through the treacherous Space For- 
tresses you must skillfully maneuver 
your spacecraft to attack enemy instal- 
lations and to capture fuel. The enemy 
fights back with a barrage of missiles | 
and gunfire. You must navigate your 
spacecraft with the utmost skill to 
scale walls, force fields, and other 
threatening objects. It’s a gripping 
fight of altitude strategy! Put your 
flying skills to the ultimate test! 
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Imagine yourself the pilot of a fighter 
spacecraft entering the mysterious 
reaches of the outer world on a mis- 
sion to meet and destroy a deadly ar- 
mored robot: During your flight 

through the treacherous Space For- 
tresses you must skillfully maneuver — 
your spacecraft to attack enemy instal- 
lations and to capture fuel. The enemy 
fights back with a barrage of missiles 
and gunfire. You must navigate your 
spacecraft with the utmost skill to 
scale walls, force fields, and other 

threatening objects. It’s a gripping 
fight of altitude strategy! Put your 
flying skills to the ultimate test! 
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Press either the 1 or 2 key for a one- or two-player 
game and the game will begin. 


The Escape Key 


To pause a game in progress press the ESCape key. 
Press any key to resume play. 


The Reset Key 


The RESET key will abort a game and reboot the disk. 


Week eC 


To turn off the sound during play, press the Q key. To 
restore sound, press the S key. 


For the APPLE Computer by John Garcia 
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ae cto = Indicators 


Your “fuel indicator” and number of spacecrafts in reserve are displayed at the bot- 
tom of your screen. The “enemy plane” indicator tells you how many enemy planes 
remain to be destroyed. Your spacecraft’s altitude is indicated on the gauge on the 
left side of your screen. During flight through the Space Fortresses your 

i arial shadow will also oe you judge its position on the screen. 





First Space Fortress 


You begin the game with one fighter spacecraft in flight and two eee lancet 
serve. Your flight through the Space Fortress requires you to avoid crashing your 
spacecraft into the radar towers and fuel tanks, and to avoid the fire of the gun .em- 
placements and base missiles. If you fire at and destroy these objects you score 
points. In addition to points, fuel tanks replenish your fuel supply. Watch your fuel 
supply—if it runs out you'll crash. And be sure to check your fuel supply if you fly at — 
high altitudes for too long in both Fortresses! You must also safely navigate your 
spacecraft through the openings in the walls or past the smaller walls. 

Firing shots at all the obstacles will help you determine your spacecraft’s position 
_ relative to their ea on the screen. Also use your altitude indicator for 

ca dalla) 


Outer PS 


Following the first Space Fortress you enter outer space and encounter enemy 
planes. Try to destroy them before they destroy you! 


Second Space Fortress and Zaxxon™ Robot Encounter 


The second Fortress is similar to the first Space Fortress, but you encounter more 
walls and hazardous force fields. To survive, you now must fly through the openings 
between the force fields and the walls. Again, shoot and keep your eye on Me al- 
titude gauge. 

At the end of this Fortress you meet the ZAXXON Robot. You're an open target for 
his homing missile! The challenge now is to defend your ship from his missile while 
firing shots to destroy it. Remember, to get beyond your encounter with the Robot 
you must manage six direct hits on his homing missile and destroy it. If all these 
shots reach the missile before it is launched, you will kill the peat and score a 
1000-point bonus. 

Upon the completion of one round (through the Space Fortresses, outer space, and 


your encounter with the ZAXXON™ Robot), if you are still alive, you will repeat what 


you have just experienced. But each pass becomes more threatening. Your aNTTel 
tion and firing skills will be put to the ultimate test! 
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